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of Islam and the southwest region of Asia. In this era, many schol-

ars began to appear and draw everyone’s attention to themselves
through novel inventions and discoveries. At this time, the Kingdom, who
recognizes the power of knowledge, is determined to employ these scholars
in order to strengthen its reign and acquire more profits; however, the Peo-
ple who have noticed the intentions of the Sultan and his courtiers, stand
against them and wish to help the scholars and use their scientific findings
to improve people’s welfare and overcome their problems.

The story of «Belaad» is a free adaptation of one of the golden ages

During the conflict between the
Kingdom and the People, a new
sect called the Order of Hashashin
emerges. This sect believes that
power breeds corruption and
must be eliminated. They are
convinced that the scientific
findings in the hands of the
Kingdom would subject the
People to further injustice
and oppression. They also
reckon that because of the
People’s lack of knowledge
and their inability to hold
on to their belongings, these
findings might end up in the
wrong hands. Therefore, in
believing so, they are driven to
assassinate the scholars.

«Belaad, the Land of Swords

and Quills» narrates the story of

a kingdom where a group of am-

bitious courtiers utilize the prestige

of the quill and the sharpness of the

sword to increase their influence and

wealth instead of the People’s welfare
and Land’s flourishment.

Who will emerge triumphant?




Character Boards (14 Boards):

Each of the Kingdom (5 Boards), People (5
Boards), and Order (4 Boards) teams have charac-
ters with unique abilities. The information about
these characters is provided on separate boards
with three distinctively colored marks.

The marks on the boards for the Kingdom,
People and Order team are blue, green and red
respectively. The empty diamonds at the top (€}
) of each board are for placing white and orange
tokens, and the one at the bottom (@) is for plac-
ing orange tokens. Each character’s image is print-
ed in the middle of the board (§)) and its specific
symbol is shown at the top (@J). The character’s
special ability is written on a scroll under the char-
acter’s image, next to the character’s name ((-).

The (//) symbol () shows that the character’s
special ability has an immediate effect.

The @ symbol ({/)) shows that the character’s
special ability has an ongoing effect. This abili-
ties remains active as long as an orange token is
placed at the bottom of that character’s board.

Action Cards (57 Cards):

Action Cards make up the general course of the
game. Each Action Card has three sections. The upper

sections of action cards () show the Primary Ac-
tions, and the lower sections (@) show the Secondary

Actions available by playing them.

The middle section (€}))) shows the cost that players

must pay to perform the secondary actions.
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Scholar Cards (30 Cards):

The objective of the game is to employ the most
valued scholars from among these cards. Each schol-
ar’s image is shown in the middle of the card ())) and
the points scored by scholars are next to the scholar’s
name on the bottom ribbon (€)). The top ribbon (3)]
shows the cost of employing each scholar for the play-
ers of the Kingdom or People team. Note that some of
the top ribbons contain symbols (€))) that are exclusive
to the Order team.

Battle Cards (24 cards):

These cards are used during battles and
are categorized into three general groups:

1. Green cards (§))), which increase mili-
tary strength (16 cards).

2. Red cards (@), which decrease military
strength (4 cards).

3. Gray cards (€)), which result in the de-
feat of one player and end the battle immedi-
ately (4 cards).

Tokens (70 Pieces):

White tokens (50 pieces) are placed at the top of each
character’s board and increase the power of that char-
acter’s ability.

Gain Income  Attain Influence
(12 pieces) (7 pieces) (20 pieces)
Orange tokens (20 pieces) are placed at the bottom of

each character’s board to activate their special ability. \/
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Recruit Increase Military Steal
(7 pieces) Strength (11 pieces)
(13 pieces)
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Swords (5 Swords):

Swords are one of the game’s deciding components
and are used for three purposes:
@ In battles

© To employ some of the Scholars
@ Negating ﬁ‘ Symbols

* The number of swords is limited and if you run out,
they cannot be substituted.

Coins (50 Pieces):

The game has gold coins worth 3 units (€})) and
1 unit (@) and red coins worth 1 unit (€)). Coins
are the main assets of players to achieve victory.
Scholars are employed with gold coins. Red coins
are generally used to perform secondary actions.

* Both red and gold coins are unlimited. If
you run out of coins, you can find a substitute for
them.

(25 coins)

Hashash Cards (14 Cards):

Hashash cards are for the exclusive
use of the Order team. The team can
gain extra abilities by playing these
cards.




Bag (1 Bag):

The white and orange tokens are
placed in the bag and players randomly
draw them out during the game.

Game Rules (1 Booklet):

This rulebook is your guide to learn
how to play the game. You can also use
the QR code printed on the first page to
watch the tutorial video.

The Scholars Guidebook (1 Booklet):

This guidebook contains brief informa-
tion about the Scholars and their inventions
and discoveries.

* Reading this guidebook is not necessary
for learning the gameplay.

Reference Cards (7 Cards):

These cards provide a summary of the
game rules and help you remember them
throughout it.
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Section Two: Game Setup

@) Place the character boards
of each team in the middle of the
play area separately.

@ Shuffle the Scholar cards,
randomly remove 10 cards and re-
turn them to the box without see-
ing them. Place the remaining 20
cards face down in a corner of the
play area and reveal 5 cards.

€) Shuffle the battle cards and
place them face down in a corner
of the play area.

© Place the red and gold coins
and the swords in the Pool (at a
designated corner of the play area)
where everyone can reach them
during the game.

Place all the white and or-
ange tokens in the bag and place
the bag in the middle of the play
area where everyone can reach it
during the game.

Give each player one gold
coin, one red coin, and four action
cards.

Split all the remaining action
cards into three decks so that the
number of cards in each deck is
roughly the same. Place each deck
face-up separately in the middle
of the play area. Also, designate a
space in the play area for the dis-
card pile.

Shuffle the Hashash cards
and place them next to the boards
of the Order team face down.

The setup is done. Next, decide
on the teams and the starting play-

kmmz
»

er before beginning the game. If
the number of players is even, half
the players become the Kingdom
team and the other half play as the
People team. The players of each
team must be seated alternatively,
in other words, each player must
be seated between two players of
the opposing team. If the num-
ber of players is odd (3 or 5), one
of the players plays as the Order
team and the rest of the players are
split between the Kingdom and
People teams as described before.
Accordingly, the players should be
seated in a way so that they have
players of opposing teams on each
side (the Order player must have a
player of the Kingdom and People
team on each side).

The youngest member of the
Kingdom team will be the starting
player. In 2 and 3-player games,
the Kingdom team player begins
the game.

Players must not
reveal their action cards.

If the number
of players is even, return the
Order team character boards
and the Hashash cards to the
box.
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Section Three: Playing the Game

Belaad is very easy to play. Each player has 4 Ac-
tion Cards, and by turn, players must play 1 card from
their hand and then replenish their hand by drawing
1 card from any of the 3 decks in the play area (step

of the game setup). Players would have 4 cards in
their hands at any time.

The game is played in 4 generations. In each gener-
ation, 5 Scholars appear (Step @) of the game setup)
and the players in the Kingdom and People teams
attempt to attract and employ these Scholars. The
Order player tries to assassinate the Scholars. The
players will have to gain gold coins to employ more
Scholars by the end of the 4th generation and the end
of the game.

As mentioned before (Step @) of the game set-
up), at the beginning of the game, 5 Scholar cards
are revealed and the 1st generation starts. As the
game progresses, the players obtain Scholars. When
three Scholars from the 1st generation have been em-
ployed/assassinated, the remaining 2 cards are dis-
carded and the game moves on to the next genera-
tion. Again, 5 Scholars are revealed and as soon as
3 of them are employed/assassinated, the remaining
cards are discarded and a new generation starts. The
game continues as so and is over at the end of the 4th
generation. The team with the most points will be the
winner.

The Order team comes in play in 3 or 5-player
games and follows a different goal. To win, the Or-
der must assassinate a certain number of Scholars by
the end of the game (end of the 4th generation). If
they succeed before the end of the 4th generation, the
game ends immediately and the Order team wins. If
the Order cannot assassinate enough Scholars by the
end of the 4th generation, they lose and the points of
the Kingdom and People teams determine the winner.
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= Section Four: Game Rules

The Kingdom team starts the game and turns continue clockwise.

In their turn, each player chooses 1 card from their 4 Action Cards and
plays it. To play the card, the player reveals it and places it in the middle
of the play area face up (discard pile) and performs the actions on the card.
Then the player picks the topmost card from any one of the 3 decks in the
play area and adds it to their hand.

If after drawing your card any of the 3 decks
are depleted, shuffle the discarded cards together with the cards in
the remaining 2 decks, and once more, split the cards into 3 decks
which are roughly the same number (place the decks face up so that
the topmost cards are visible).

You must have 4 action cards in your hand at all times
during the game.

Description of Actions
Each Action Card has two actions:

Primary Actions

The primary actions can be performed
as soon as the card is played.

Secondary Actions ‘

To perform the secondary actions,
first, the cost must be paid (red and/or
gold coins). If paid, each player can per- . .
form both the primary and secondary Performing the primary
actions in their turn. The order of the ac- and secondary actions is
tions is up to the player. optional.

In this section, different types of ac-
tions are explained and a summary is
also provided on the last page of this
rulebook.




By playing this Action Card the player collects the same num-
ber of gold coins specified on the card from the pool.

By playing this Action Card the player collects the same num-
ber of red coins specified on the card from the pool.

In 4 to 6-player games in which the Kingdom and People teams have 2 or 3 play-
ers, each player’s coins are kept separately. If a player does not have enough coins
to pay, they can use their teammate’s coins with their permission.

q ‘ ‘V\} This Action Card allows the player to randomly draw the
L J specified number of tokens from the bag and place them on

their team’s character boards.

White tokens must be placed at the top of the character board determined by the sym-
bol on the token. If all of the allocated spaces at the top of the character board are filled,
the token is discarded without use and returned to the bag.

In this example, all of the 3 to-
kens drawn from the bag are white
and should be placed at the top of
character boards. The two % tokens
are placed on the character board of
the «Folk Hero». But the ® token is
discarded and returned to the bag
because no free spaces are available
on the «Preacher» character board.




Orange tokens are
usually placed on bot-
tom of the character
boards to activate their
ability. Orange tokens
can also be placed on
the top of a character
board (same as white
tokens).

Orange tokens are placed at the bottom of the
character boards to use that character’s ability. They
stay in that space and that character’s ability cannot

be activated again as long as the token is there. Once all
designated spaces for the orange tokens at the bottom
of the character boards of one team are filled, remove
all orange tokens and return them to the bag. Now, you
can activate the abilities of the characters of your team
again by placing orange tokens at the bottom of their
character board.

Once all of the spaces for orange boards, otherwise it is returned to the
tokens at the bottom of the character bag. After placing 1 orange token on
boards are occupied, all of those orange the last free space at the bottom of the
tokens must be removed and returned character boards, you cannot return the
to the bag at the end of the player's orange tokens of your team to the bag
turn. For example, if you draw 2 orange and then place the other token in the
tokens from the bag and there is only 1 newly vacant spaces. In this situation,

free space at the bottom of your charac- you must place the second token on a
ter boards, you can place 1 of the tokens free space at the top of one of your char-
in the allocated space and the other to- acter boards or return it to the bag,.
ken at the top of one of the character
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Action Cards showing a character’s symbols allow you to activate that
character’s ability in your team.

If there are 2 or 3 symbols on the Action Card, you can
' only select one and play it.

Next, activating each of the five symbols is explained.

An Action Card with this symbol activates the Treasurer/
Trustworthy/Hashash and allows the player to collect gold
coins from the pool. The number of collected coins through
this Action Card is the same as the number of the @# symbols
shown on that team’s character board.

All of the character boards have at least one designated
symbol. By placing tokens drawn from the bag during the
game, the number of characters’ symbols increase. In other words,
If the @ and CB symbol are the same.

By playing this card
and selecting the @
symbol, the Treasurer
is activated and you
collect 4 gold coins

from the pool.
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ber of gold coins from one of the opponent players as the 4

‘ This Action Card allows the player to steal the same num-
T symbols on the Sheriff/ Altruist/Spy character board. ,

If the number of gold coins owned by the player you
want to steal from is less than the number of the & symbols
of your team’s character, you can only steal those coins. You can-
not collect the remaining coins from another player or the pool. ‘

In this example, the number of the A symbols of your team
determines that you can steal 3 coins, but you can only steal 2
because your opponent player owns only 2 gold coins.

St An Action Card with this symbol activates the Vizier/
Preacher/Sect Leader and allows the player to draw the same
%~ ) number of tokens from the bag as the % symbol of your team’s
character and place them in their permitted spaces on the char-

acter boards (same as the rules for the |+ <83 action).




By playing this Action Card, the player can employ a Schol-

ar for their team. The player which has played the Action Card

-/ containing this symbol chooses one of the revealed scholars

and pays the required cost (gold coins) to the pool. After paying the cost,
the player collects the chosen Scholar card and places it by their board.

If you do not have enough coins to employ a Scholar,
you can collect the rest from your teammates’ coins.

The «» symbols on the Sultan and Bahlool characters make it possible to
pay less for employing Scholars. The coins required for employing Scholars
are reduced by the number of «» symbols of the team’s character.

You can employ one Scholar by playing this Action Card
and selecting the «g» symbol. For example, you must pay 10
gold coins to the pool to employ Khayyam; however, because
there are 4 «» symbols on the Bahlool character board, you

pay 4 coins less and employ Khayyam by paying 6 coins.

Playing this Action Card initiates a battle. After playing this
Action Card the player chooses an opponent and places the
1 Battle Cards face down in front of that player.




In 4 and 6-player games, you can only initiate
a battle with the player on your left. In 3 and 5-player games, you
first select the opposing team of your choice (Kingdom/People/Or-
der) and then initiate the battle with the opponent player closest
to you (on your left).

Before starting the battle, both
sides have a certain amount of mili-
tary strength. The military strength
of each player is determined by
the number of X symbols on the
Commander/Folk Hero/ Assassin
character boards. After calculating
the initial military strength, play-
ers then start revealing the Battle
Cards. The goal is to increase mili-
tary strength since, in the end, the
player with the higher military
strength prevails.

The player with less military
strength starts the battle and may
reveal cards until they have more
military strength than their oppo-
nent. Then, the other player which
now has less military strength plays
their battle turn and the battle goes
on in this order. Each player can de-
cide to take one of these two actions
in their battle turn:

@ Admitting defeat and
forfeiting the battle:

The battle ends with the declera-
tion of defeat. In this case, the op-
ponent is the winner of the battle
and receives the spoils of war as a
reward. The spoils of war are ex-
plained on page 16.

© Revealing a Battle Card:

If the player with less military
strength does not intend to admit
defeat, they must reveal the top-
most card of the battle deck. The
number written on that card is add-
ed to or subtracted from the military
strength of that player’s team (the
numbers on the Battle Cards can be
positive or negative). After reveal-
ing cards and determining the new
military strength of the other side,
the battle turn goes to the player
with the less military strength. This
player can decide to take one of the
two actions.

In the case of a draw in military strengths, the strength
of the aggressor (the player who has played the Action Card

containing the

4 )f\ symbol) is considered less than the defender

and must proceed with their battle turn.




The Battle continues in this way and
ends at one of the following 3 events:

€) 1f one of the parties admits defeat in
their turn. The winner collects the spoils of
war.

© 1f one of the parties reveals a battle
card with a ? symbol in their turn.

The player revealing this card loses the
battle regardless of their military strength.

In this case, the winner not only collects
the spoils of war but also picks one of the
characters of the losing team and removes
all tokens (white and orange) on that char-
acter’s board and returns them to the bag.

) When there are no more battle cards.
At this time, the player with the higher
military strength is the winner (in case of a
draw, the defender is the winner) and col-
lects the spoils of war.

Spoils of War:

There are two types of spoils of
war depending on whether the win-
ner is the aggressor or the defender.

If the aggressor is the winner of the
battle:

The player secretly takes a
look at the next battle card (on
the top of the battle deck) and
places it face down next to their

play area (the card should not
be revealed). At the end of
the game, this card gives the
team the number of victory
points written on the
top of the card.




If the defender is the winner of the battle: In any case, at the end of each battle, the
discarded battle cards must be shuffled
into the remaining battle deck to form a oy
new deck which is used in future battles.

If there are any swords in the pool, the
player collects one and places it next to
their play area (using sword is explained
on page 22).

An example of a battle between the Kingdom
and People teams.

The table below is explained on the next page.

In this example, the player of the Kingdom team has one
sword from the beginning of the battle and can use it.

Military Military
Battle Turn Strength of the Strength of the Difference
Kingdom Team People Team

Kingdom 3 5 o:tzhienl’f:::lre
Kingdom @ 5 5 o::)hlen?f:::lre
Kingdom % 6 5 of:hlelnl(l?::;m
People 6 4 of::einn::;m
People é 9 o

of the People

+3 in favor
9

Kingdom of the People

+2 in favor

Kingdom 11 9 of the Kingdom

0 6 0 060060

o kb

i +2 in favor I
People x, 11 9 of the Kingdom T




The player of the Kingdom team

initiates a battle with the player of the

People team (the player on his left) by

playing an Action Card containing a X
symbol.

First, according to the symbols of
the Folk Hero and Commander charac-
ter boards, the initial military strength
of the two players is 5 to 3 (in favor of
the People) (0). The player with less
military strength (the Kingdom) reveals
a Battle Card from the top of the battle
deck {+2} and the kingdom’s military
strength increases to 5 (e). Once again,
the player with less military strength re-
veals the next Battle Card. Now, that the
strengths are equal {5 to 5}, the aggressor
(the Kingdom) must reveal a card. Re-
member that instead of revealing a card,
any of the battle participants can admit

defeat and end the battle.

The battle goes on in this way (o,
o, o) until the player of the Kingdom
team who is at 6 opposed to 9, reveals
the Y card and loses; however, by dis-
carding a sword, this card’s effect is ne-
gated and the battle continues (0) (the
uses of swords are available on page 22).

Then, the Kingdom team’s player re-
veals another card {+5}, which changes
the results to 11 to 9 in their favor ().
Finally, as the People team’s player re-
veals the Y@ card and has no swords to
negate the effect, the battle is concluded
and the Kingdom team emerges trium-
phant (0).

Because the battle has ended by
revealing the ﬁ' card, all white and
orange tokens of one of the defeated
team’s characters are removed (any
character the winner desires). The win-
ner collects the spoils of war and takes
the next battle card on the top of the Bat-
tle deck, secretly takes a look at the card
and places it face-down next to their
play area. The number at the top of this
card is added to the victory points of the

Kingdom team at the end of the game.

Victory Points

acters.

The Action Card with this symbol allows the player to activate the sym-
bol’s ability of any one of their team’s characters («p»/ @/ A/ X /§) and
play with the same rules of @9/‘ /) X /jj section for any of the char-



This action allows the player to choose one of the opponent’s characters
and remove all white and orange tokens placed on that character’s board

~ { and return them to the bag (Same as the ? symbol on the Battle Cards).

After this action is done, all gold coins belonging to you and
__ ) your teammates will be transferred to the Treasury. The Treasury
) of each team is controlled by the Treasurer/ Trustworthy/Hashash
| characters. The @ symbol on the bottom of their character boards
is a reminder of this.

To transfer coins to the
Treasury, you just need to place the
coins on the character board of your
team that has the @@ symbol.

The coins
deposited into the

Treasury cannot be
stolen.

If you want to spend coins (for any purposes), you must first with-
draw the coins from your team’s Treasury, then you can use your coins
and if necessary, those of your teammates’ afterward.

———— Action Card with the @ symbol allows the player to collect the same
number of coins from the pool equal to their team’s character @# symbols. Now, if you
decide to use the secondary action simultaneously, the number of @ symbols of that
character is considered to be two more at that moment and 2 more coins are collected
from the pool.

(The military strength of the Folk Hero in this case is 7)

By playing this card and choosing the
action, you initiate a battle. If you pay
two red coins to perform the secondary ac-
tion, 2 more X symbols are added tempo-
rarily to the Folk Hero so that you would
have 2 more military strength in this battle.




By performing this action, the player can instantly choose one of the
three Action Cards on the top of the three Action Decks and perform that
card’s action(s).

While performing this Action, you only perform the actions (pri-
mary and secondary) of one of the top cards from the three decks. You
don’t pick up or remove that card from the deck.

After performing the action of the selected Action Card at the end
of your turn, you can add that card to your hand if you like.

This Action Card allows you to
activate the ability of any of your
team’s character symbols. But in
this case, before performing the pri-
mary action, you have performed
the secondary action (by paying
two gold coins) and now you can
choose one of the cards from the
three decks. By choosing the card
on the left and performing the primary action, you first draw 4 tokens from
the bag (because there are 4 3 symbols on the Preacher’s board) and place
them on the corresponding character board. Now considering the number
of symbols on the Altruist’s board, you can choose the primary action f,y‘ \
of your card and steal 6 gold coins from an opponent player (instead of the

previous 3 gold coins).

Ny o/
g\




By performing this action, you may create a combo by selecting an
Action Card with this same action. Note that in this way, you may only
use a specific Action Card once in your turn.

Your assets at the
time of playing this
Action Card

By playing this Action Card you first
collect 4 gold coins from the pool (o).
Then, by paying 2 gold coins to the pool
(e) you activate the secondary action
and you are allowed to perform the ac-
tions of one Action Card from the top
of the three action decks. By choosing
the card on the left and selecting the
primary action of %8, you can employ
one Scholar; however, before doing so,
you first perform the secondary action
of this card by paying 2 red coins (O).
Now, you can once more select one of
the action cards on the other two action
decks and perform it. This time, by

selecting the middle card you collect
3 gold coins from pool (O) Now that
you have enough coins to employ «ibn
Hayyan», you perform the primary ac-
tion of %* on the card on the left action
deck. Because the Sultan has 3 48 sym-
bols, the player must pay 7 coins to the
pool to employ «ibn Hayyan».




Using a sword does not count as
an action and can be used in one of
the following 3 ways:

(1] Negating the effect of the ﬁ)
symbol on Battle Cards (preventing
the elimination of tokens of one of
your team'’s characters) and resum-
ing the battle normally.

(2] Negating the effect of the ﬁ)
secondary action played by the op-
ponent (preventing the elimination
of tokens of one of your team’s char-
acters).

(3] Employing a Scholar by
spending swords. On some Schol-
ar cards, there is also a picture of

dition to the gold coins. To employ
this scholar, you may spend swords
instead of gold coins.

To employ a Scholar by spending
swords, you don’t need an entire
turn. Each player may pay one or
two swords to the pool (according
to the number on the Scholar card)
and get the Scholar before or after
playing an Action Card.

swords (such as <//©+ Z4¥) in ad-

You can only employ one Scholar in each turn. For

example, if you employ one Scholar by using the «» Action Card,
you cannot employ another Scholar by spending swords in the
same turn.

Some of the Scholars cannot be employed by spending
swords (as there are no swords on their cards).

Each player’s sword are kept separate from other
players” swords and cannot be used by their teammates. For ex-
ample, you cannot use your teammate’s swords to negate the jﬁ‘
Battle Card. Also, you cannot employ a Scholar by spending your
teammate’s swords in your turn.




«The Order» gameplay is the
same as other teams, except for
some minor differences. The Order
play rules are reviewed in this sec-
tion.

@& When the Order team player
draws a white token with the «s»
symbol from the bag, since there is
no character in Order team with this
symbol, the token is discarded im-
mediately and returned to the bag.

@ In 5-player games, the number
of Action Cards in the Order team
player’s hand is 5 throughout the
game (instead of 4). The player must
also play two Action Cards in their
turn. Then, they select two cards
from the three decks and add it to
their hand. Both cards are drawn
one after another and the player can

Section Six: The Order of Hashashin

select both cards from one deck.

@ One of the tools that are only
available to the Order team are
the «Hashash Cards». There is one
of the (§/X/A/@) symbols
marked on the back of each Hashah
Card and when the card is drawn,
the Order team must place that card
at the bottom of the corresponding
character board (visible to all of the
players). Each Hashash Card has
a unique ability which the Order
team player can use in addition to
Action Cards in their turn. Each of
the Hashash Cards can be used only
once per turn.

* The descriptions of Hashash
Cards are available on page 34.

You can put these cards into play by activating the Ha-
shash character’s ability at the bottom of its board.

p.

To use the abilities of

Hashash cards, you just need to pay
the specified number of coins to the
pool and there is no need to use or-
ange tokens unlike the abilities written
at the bottom of the other teams’
character boards.




In this example, the X symbol
is on the back of both selected
cards, and therefore, the cards

should be placed face up at the bot-
tom of the Assassin’s character
board.

After performing the |+ ac-
tion and drawing an orange token
from the bag, you can place it at
the bottom of the Hashash char-
acter board and use this charac-
ter’s abilities. By activating this
ability, you draw 3 cards from the
Hashash Card deck and select two
of them. Then, place the selected
cards at the bottom of your team'’s
character boards. Discard the third
card by placing it at the bottom of
the Hashash deck. There is a sym-
bol of one of the characters on the
back of each Hashash Card, which
determines where that card should

be placed.




@ If because of the effect of the :é) symbol
(defeat in a battle or a secondary action of an
opponent’s card) the entire tokens on one of the
Order team’s character are removed, the cards
placed at the bottom of that character board are
also discarded and placed at the bottom of the
Hashash deck.

@ The Order player cannot gain any swords
throughout the game.

@ If the Order player wins a battle, they re-
ceive different spoils of war. The prize of the Or-
der team is not a sword or points gained from the
next Battle Card. In this case, the Order player as-
sassinates one of the opponent character’s sym-
bols (one token). At this event, a token of choice
is removed from the top of any of the character
boards of the defeated team and placed next to
the Order player. These tokens remain there un-
til the end of the game and are considered an as-
sassinated character.

@ The Order player must activate the abili-
ty of the Sect Leader to assassinate a Scholar (by
placing an orange token at the bottom of this
character’s board). This ability allows the player
to removes his preferred Scholar (from the re-
vealed Scholars) by paying 4 gold coins and plac-
ing it next to their play area. These cards remain
with the Order player until the end of the game
and are considered assassinated Scholars.




Section Seven:

The game ends in two ways:

A) As soon as the Kingdom
or People team employs the third
Scholar from the revealed Scholars
of the 4th generation.

In this case, the Order team (if
in play) loses unconditionally, and
counting the points between the
Kingdom and People teams deter-
mines the winner.

The final score of the Kingdom
and People teams is the sum of Sci-
entific and Military points.

Game End and Scoring

Scientific points

The scientific points of each team
are the sum of the scientific symbols
(6) on Scholars cards, which have
been employed by that team during
the game. Each Scholar Card has
some Main Scientific Points (imme-
diate points) and Auxiliary Scientif-
ic Points (extra points).

The main scientific
symbols are always calcu-
lated as immediate points.

The auxiliary scientific
symbols are only calcu-
lated as points on certain
conditions; therefore, they
are called extra points.

Main Scientific
Points (Immediate

Auxiliary Scientific
Points (Extra Points)

Points)

The extra points, which are added according to the bottom section of the

Scholar cards, have 2 types:

0 Pay gold or red coins to receive points equal to
the number of scientific symbols:

- e e
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e There are three special scientific specialties rep-
resented by the following symbols %, ", and b Scholars with identical
specialties score extra points. The numbers of these points are determined ac-
cording to the number of Scholars with identical specialties (as shown in the

table).

Number of Scholars with 1
an ldentical Specialty

The sum of Extra Points 0 2

In other words, if you have one Scholar with a b symbol, at the end-game

scoring you receive no extra points. But if you have more than one Scholar with
identical specialty symbols, you receive extra points based on the table aboved.

Points Military Points

gained from Military points are gained
Victory in from the Battle Cards collect-
Battles ed as the «Spoils of War».
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The game is concluded by employing
the third Scholar in the last generation
and the winner is the team that has col-
lected the most points (scientific & mili-
tary). To count the scores, you first place
all of your team’s Scholar cards on the
table and count their immediate points.
As you can see, the sum of the points
gained by the main scientific symbols
(immediate points) is 16. To count the
extra points, the conditions at the bot-
tom of each card must be met separate-
ly. The first card () grants 1 point in

exchange for 3 red coins. The second
card (e) grants 1 point in exchange for
3 coins (any combination of red and/or
gold coins). The third card (e) grants 1
point in exchange for 2 gold coins. The
fourth card (O) has no extra points.
Based on the table on page 27, the last 3
cards ((-)) which have identical special-
ties grant a total of 5 points. Assuming
that the entire remaining coins of your
team at the end of the game are similar
to the above example (O), you should
allocate your coins to each card to gain

In the case of a tie between the
Kingdom and People teams, the
winner is the team with the most

swords. If there is still a tie, the team

with the most gold coins is the win-
ner. If there is still a tie, both teams
share victory.

the extra points of the first three
cards (o, 0,0). In such a case,
you can assign 3 red coins to card
(o) and 2 gold and 1 red coin
to card (e). As you will have
only 1 gold coin left, you can not
gain extra points from card (o).
Therefore, by counting the extra
two points from cards (0) and
(e), and also the 5 points from
the last 3 cards ((-)), you have
gained 7 extra points and your to-
tal scientific score is 23. Consid-
ering the @,@, and@ on the
battle cards, the military points
of this team is a total of 4. Ulti-
mately, the final score of the team
sums up to 27.

u{\



B) The second circumstance
which ends the game is when the
Order team meets all their victory
conditions.

In such a case, the game ends
immediately and the Order team is
the winner of the game. There is no
need for scoring.

The victory conditions of the Or-
der team are completely different
and can only be achieved before the
end of the game (the end of the 4th
generation of Scholars). If the game

ends without the Order team meet-
ing the conditions, they lose uncon-
ditionally and the winner would
be one of the Kingdom or People
teams. The Order team wins only if
it can assassinate enough Scholars
until the number of their scientific

symbols (6) collectively is 6.
Next, an example of the end of

the game by the Order team and
their victory is presented.

Main scientific symbols at
the top row are counted as

points for the Order team.

As the Order team’s player,
you end the game in your favor
by assassinating and taking the
fourth Scholar (Zahrawi). In this
case, you have obtained 9 scientif-
ic symbols, but only 7 of them are
activated, and therefore, counted.
To activate the scientific symbol

The auxiliary scientific points
at the bottom row of the

Scholar cards are not counted.

of a Scholar, you must also assas-
sinate white tokens containing
symbols identical to the symbols
at the top of the Scholars cards.
In other words, after assassinat-
ing a Scholar, you must have the
tokens assassinated during the
game (or those you are going to as-
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sassinate later), with the identical
symbols of that Scholar so that the
scientific symbols of those cards
are counted. Ultimately, you need
at least 6 scientific symbols (ac-
tive). In this example, Firnas, Ibn
Haytham, and Zahrawi are acti-
vated (because the required sym-
bols are collected) but Rasis is not
active because the player does not

have the # token, and therefore,
the 2 points from Rasis are not
counted towards the Order team
victory. In this case, the moment
the Order player takes Zahra-
wi, they have obtained 7 (active)
scientific symbols and wins the
game immediately.

The information at the bottom row
of the Scholar cards does not apply to the
Order team.

An assassinated @ token can be used
as a white token of any symbol to activate
the scientific points of Scholars.

If the Order player assassi-
nates the third Scholar from the Scholars of the 4th
generation, the game ends and by this assassination,
they acquire the minimum of 6 required scientific
symbols, then the Order team is the winner of the
game and there is no need to count the points of
Kingdom and People teams.




Choose one action out of the following and perform: it:

1. Collect 3 gold coins from the pool.

2. Draw 2 tokens from the bag.

3. Perform only 1 action from a card on top of the 3 Action decks.

) Each pIayerofﬂle. Kingdom team :
collects 3 @ from the pool. Y

Each player of the Kingdom team (you and your teammates) collects 3 red coins
from the pool.

Collect the same number of gold coins from the pool as the number of symbols of
the character of the opponent team with most symbols (the default symbol on the board
+ tokens placed at the top of the board) and place them in the Treasury of your team.

(Treasuries cannot be robbed.)

o .
f ). Collect all = of one of the opponent
team’s players. Ll

Steal all of the gold coins of one of the opponent team’s players and place them next
to your coins.

Collect one Sword from the pool (if there are any available in the pool).The
Commander is the only character that has two spots allocated to orange tokens. As a
result, his ability can be used twice (before all of orange token spots are filled and are
returned to the bag).




Description of the People Characters’ Abilities

Discard all tokens placed at the top of the strongest character of your team (the
character with the highest number of tokens at the top of the board), and instead,
employ one Scholar (without paying the cost). If the tokens of two or more characters
are equal, pick any character of choice. This ability can only be used if the strongest
character of your team has at least 2 tokens at the top of their board.

(This ability cannot be copied.)

Copy the abilty of a character from
the Kingdom or People team. 3

o Ak ndd
Perform the ability written at the bottom of the board of your character of choice
(from the Kingdom or People team, except the «Folk Hero» & «Bahlool»). To do so, you

only need to place an orange token at the bottom of the Preacher’s character board and
not on the board of the character of choice.

: Phd,all.énd@'ofmrwm;s b
players on this board. i
(e v e robes)

Place all red and gold coins of your team'’s players inside the Treasury. This is the
only way to place red coins in the Treasury.

(Treasuries cannot be robbed.)

Swap all coins (red and gold) of two players. You can be one of these two players.
If one of the players does not have any coins, you can still swap another player’s
coins with them. In this case, the second player gives all their coins to that player but

receives none.

As long as there is an orange token on the Folk Hero’s board, this character provides
a certain amount of military strength for the People team, in addition to the X tokens.
The military strength of the People team in aggressive battles is increased by 3 points
and in defensive battles, by 4.

(This ability cannot be copied.)
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Description of the Order Characters’ Abilities

Pay 4 gold coins to the pool to immediately perform an assassination. The target
can be either a Scholar or a token.

Take one of the revealed Scholar cards or any desired token from the top of the
character board of an opposing team and place it next to you.

Draw 3 cards from the Hashash deck, select two, and place them at the bottom of
your character boards according to the specified symbols (on the back of the cards).
Discard the third card by placing it at the bottom of the Hashash deck.

e If all tokens of a character of this team are removed because of a ﬁ‘ symbol,
in addition to the tokens, all Hashash cards placed at the bottom of that character’s
board are also discarded and placed at the bottom of the Hashash deck.

Choose one action from the following and perform: it:

1. Steal 3 coins (any combination of red and gold) from opponents. You can steal
from one or both of the teams; however, you cannot steal the coins inside their Treasury.

2. Remove 3 tokens from the top of an opponent’s character board and return them
to the bag. You can take the tokens from one or several character boards.

3. Discard one sword in the possession of opponent players and return it to the pool.

4. Draw two tokens from the bag.

Assassinate a token.
This assassination does not cost anything and you only need to draw a token
from the bag randomly and place it next to your hand. This token is considered an
assassinated character, in order to activate Scholars' scientific points.




Counting the Scholars Points

Scholar’s
Image

E d Main Points: 2

Auxiliary Points:

1 in exchange for
1 red coin

Auxiliary Points:
According to the
Table on page 27

According to the
Table on page 27

¥y Main Points: 3

Auxiliary Points:
According to the
Table on page 27

] Main Points: 3

| Auxiliary Points:
| According to the
. Table on page 27

Scholar’s Points Scholar’s Points
Image Scored Image Scored

L /® 3 Main Points: 1

Auxiliary Points: § Auxxhary Points:

1 in exchange for | None

4 gold coins

3 Main Points: 1

. Auxiliary Points:
1 in exchange for None

1 red coin

i Main Points: 4
Auxiliary Points: Auxiliary Points:
1 in exchange for | None

2 red coins

% Main Points: 1
Auxiliary Points: Auxiliary Points:
. 1in exchange for 1 in exchange for

3 red coins 1 gold coin

¥ Main Points: 1
Auxiliary Points:
1 in exchange for
3 gold coins




Scholar’s
Image

Main Points: 3

Auxiliary Points:

1 in exchange for

2 red or gold coins
in any combination
(For example, 1 red
and 1 gold coin)

Main Points: 1

Auxiliary Points:
According to the
Table on page 27

Main Points: 2

Auxiliary Points:
According to the
Table on page 27

Main Points: 2

Auxiliary Points:
According to the
Table on page 27

Main Points: 3

Auxiliary Points:
According to the
Table on page 27

) Main Points: 2

| Auxiliary Points:

According to the
Table on page 27

 Main Points: 2

Auxiliary Points:

| According to the

Table on page 27

Main Points: 2

| Auxiliary Points:

1 for employing

8 at least 6 Scholars,

including this one

%] Main Points: 2

: Auxiliary Points:

1 in exchange for

3 red or gold coins

in any combination
(For example, 1

red coin and 2 gold
coins)

Main Points: 3

Auxiliary Points:

2 in exchange for

3 red or gold coins
in any combination
(For example, 2 red
coins and 1 gold
coin)

K /9--3 Main Points: 1

Auxiliary Points: 1
in exchange for 1
red coin and 2 gold
coins

Main Points: 1

Auxiliary Points: 1
in exchange for 1
red coin and 2 gold
coins

Main Points: 2

Auxiliary Points: 1
in exchange for 2
red coins and 1 gold
coin

Main Points: 1

Auxiliary Points:
According to the
Table on page 27

Main Points: 2

Auxiliary Points:
According to the
Table on page 27




Pay 2 gold coins to the pool to
perform 1 Action from one of
the top cards of the three Ac-
tions decks.

Pay 3 gold coins to the pool to
play one more turn after this
turn.

Pay 2 gold coins to the pool to
temporarily add 2 symbols to
one of your team’s character
symbols.

In your opponent’s turn, pay
4 gold coins to the pool to ne-
gate the effect of the Action
card which is played, so that
the opponent cannot play
anymore. (only once between
each of your own turns)

Pay 6 gold coins to the pool
to draw one Hashash card
from the deck (randomly)
and place it at the bottom of a
character board.

Pay 4 gold coins to the pool to
assassinate 1 Scholar or 1 to-
ken of choice (from the top of
an opposing team’s character
boards).

Pay 2 gold coins to the pool to
remove 1 orange token from
a character board (yours or
opponents) and return it to
the bag.

Pay 2 gold coins to the pool to
draw 2 tokens from the Bag.

Pay 2 gold coins to the pool
to increase your military
strength in a battle by 3 points.

As long as this card is in
play, the cost of employing
Scholars increases by 3 gold
coins (if employed by coins)
or 1 sword (if employed by
swords).

Pay 2 gold coins to the pool
in exchange for 3 red coins or
pay 2 red coins to the pool in
exchange for 3 gold coins.

Pay 3 gold coins to the pool
to increase your military
strength in a battle by 5 points.

Pay 3 gold coins to the pool to
negate the effect of a ﬁ‘ card.




Quick Reference to Primary and Secondary Actions

Description of Secondary Actions

+00

+00

+ BB

+P P

o->@

Collect the specified number of gold
coins from the pool.

Collect the specified number of red
coins from the pool.

Draw the specified number of tokens
from the Bag.

By performing this action, two sym-
bols are added to the symbols of one
of your team’s characters temporarily.

Transfer you and your teammates’
gold coins to the Treasury (The Trea-
sury cannot be robbed).

Eliminate all white and orange to-
kens on an opponent team'’s character
board.

Perform the actions of only one of the
top cards of the 3 Action decks.

Activate one symbol of choice from
your team’s characters.

o/ G/ A/ XSG

Description of Primary Actions

p

Collect the specified number of gold
coins from the pool.

Collect the specified number of red
coins from the pool.

Draw the specified number of tokens
from the Bag.

Collect gold coins from the pool.
(Equal to the number of J# symbols
of your team’s character)

Steal gold coins from an opponent
player. (Equal to the number of .4
symbols of your team’s character)

Draw tokens from the bag.
(Equal to the number of § symbols
of your team’s character)

Initiate a battle with an opponent

player.
(closest player on the left)

Employ a Scholar.
(the employment cost is reduced by
the number of # symbols of your
team’s character)

Activate one symbol of choice from
your team’s characters.

w/ G/ A/ X/E
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